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The Game of Textbookery 
Kenneth Sipser 
State University College of New York 
Oswego, New York 
Unlike Monopoly, this game is usually played with 
real money. In the former, participants play out 
their personal hostilities and aggressions with friends 
and relatives, whereas in Textbookery, these are done 
to a population grouJ called The Public. It needs to 
be made clear at thd outset that while The Public is 
indeed an important participant in the game, it is by 
no means a player. The Public is divided into two 
mutually independent groups, Buyers and Payers . For 
real understanding of game strategy, it is important 
for players to realize that, though Buyers and Payers 
are one and the same in other games, in this case they. 
must be considered independent. Buyers, for the most 
part, fall into two categories: Boards and Studs, both 
of whom, from their respective points of view, provide 
for the smooth transfer of game points, called where-
withal, to the players. Through a shunting process 
called footing-the-bill, the Payers, made up of popu-
lation subgroups called Parents and other Taxpayers, 
provide the wherewithal for the game of Textbookery to 
be played with almost absolute certainty of success 
for all players. 
At the very outset, the more astute novice learns 
that productive game strategy does not require adver-
sary roles to be developed amongst players. Quite em-
phatically, in this game, the competitive thrust is 
motivated by player common interest in ext~acting as 
much wherewithal as possible from Payers through a 
process called gouging. While this may be found in 
many other games, it has special significance in this 
one, as the reader will soon discover. 
Getting into the game can be difficult, requ1r1ng 
resources of several kinds, and the determination to 
46 
amass even more through gouging (not at all W1like 
that found in the Game of Medicine). Since the theory 
is developed more fully in the Game of Getting into 
Games, a fuller discussion of the theory is not in-
cluded herein . 
Once in the game, players quickly become aware of 
the specia l relationship that must be developed with 
the Buyers, since they produce the means by which 
transfer of wherewithal is to take place. As you will 
see , this is important for the following opening moves 
as introductory game strategies: 
1. Capitalize on the fact that Boards 
usually have substantial sums of 
wherewithal assigned to the purchase 
of textbooks from a seemingly random 
list called the School Budget. This 
is prepared W1der the guidance of a 
Purchasing Agent, whose usual mis-
judgments result in the need for the 
District to purchase anything "so 
that the budgetary item is depleted, 
e l se next ye ar 's budget will be re-
duced accordingly." Appropriate 
s trat egy here is to arrange meetings 
with certain Board members to deter-
mine how this depletion can best be 
arranged. Suggested recommendations 
involve the above mentioned gouging 
which, as applied here, include the 
ordering of excessively expanded 
texts aboW1ding with overlay pages, 
surroW1ded by attractive multi-
colored covers, and supplemented by 
teacher manuals, cassettes and other 
medi a materials. Note that read-
ability or appropriateness of con-
tent are peripheral considerations 
and are not to be used as recommended 
purchase criteria. Important in all 
of this is the fact that Boards are 
not expending their own wherewithal, 
but rather that of the Payers, 
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Parents and other Taxpayers. Since 
this is the easiest of the game 
strategies to master, wresting where-
withal in great quantities from 
Boards is recommended as a means of 
accumulating game points even for the 
inexperienced player. 
2. Capitalize on the fact that older 
Studs attend institutions which re-
quire, through their learned pro-
fessors, the purchase of a large 
number of texts, some of which are 
actually read. At the end of each 
semester, if not sooner, many of 
these are delegated to adorn dorma-
tory shelves in their original jack-
ets, making quite a color display 
while gathering dust. Most are ul-
timately exchanged at local book-
stores for small quantities of 
wherewithal, and are subsequently 
transferred to other Studs. Since 
this transfer can be a problem, the 
serious player will want to develop 
an appropriate response strategy 
along the lines suggested in the 
upcoming section on NEW EDITIONS. 
As in the case of the Boards, Studs 
do not provide the wherewithal for 
the exchange. Rather, parents play 
long-distance foot-the-bill, mutter-
ing unkind words while going through 
each semester's check-writing ritual. 
For the more advanced, more experienced players, 
the following strategies are recommended to increase 
the point count very measurably: 
INSTRUCTIONAL CHANGE 
Encourage and support any kind of instructional 
change. The resulting new approach will yield a host 
of new materials, which, when the proper moves are 
made, will find their way to those Districts in which 
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Boards need to show how modern they can be. If the 
current instructional program is A, encourage the de-
velopment of the new, modern, experimental Program B. 
Since A is outmoded, traditional and old hat, it needs 
to be done away with along with its text materials. 
Be sure this is followed as quickly as may seem rea-
sonable with Program C in which the previous adjectives 
for A accrue to B, and the existing ones from B to C. 
It doesn't really matter if Program C is in fact a 
return to A. 
NEW EDITIONS 
Require authors to update their materials periodi-
cally to reflect recent developments in the field, 
being certain each new edition comes after the current 
one has been removed from warehouse shelves onto those 
of the Studs. The fact there may have been no new de-
velopments must not deter the player from producing 
new editions anyhow. If nothing else is appropriate, 
try reformatting the text, viz., change page numbers, 
alter problem sets, include a few pictures and car-
toons. Anything goes, just so long as it produces a 
revision outmoding the old one. In this way bookstores 
must purchase these texts from you rather than from 
your major competitor, Studs with last semester's 
books. 
WORKBOOKS 
Develop this aspect of the game soon after the 
basics have been mastered . Since workbooks are in-
tended to be used by Studs in ways which make them 
difficult to be used by others, players will have no 
need to be concerned with strategies New Edition or 
Instructional Change, above. The picture coloring 
book was one of the first of this type to be intro-
duced to the game, along with in-book arithmetic and 
spelling. For older groups of Studs, particularly 
those who may have been frustrated with picture color-
ing, the creative player will recommend underlining 
and overcoloring of text materials for emphasis. Ob-
viously this gambit produces a highly personalized 
text which equates its exchange value to that of a 
workbook. Other ideas in this context come in the 
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form of Learning Activity Packages and Modules which 
usually contain perforated tear out sheets to be sub-
mitted as homework, tests, etc. This all leads to the 
important theorem by the well-known theoretician and 
player of the game, Dr. Bookmesser: "The life span of 
a textbook is inversely proportional to that of its 
game point value." He made this statement, of course, 
to a conference on textbookery in Las Vegas. As you 
can see, the workbook idea is an old one, and was only 
minimally successful until recently when the theory 
was found to be valid to players as well as valuable 
to Boards and Studs. In the case of the former, it 
helps with budget depletions, and for the latter it 
saves a trip to the bookstore. 
The foregoing is the preface to the new, exciting 
workbook-text, The Theory and Practice of the Game of 
Textbookery recommended to game players, prospective 
game players, Board members and college and university 
professors. Order individual copies at your local 
bookstore. 446 pages. $19.95. 
MEMO TO THE PUBLISHER FROM THE AUTHOR: 
The second edition is almost completed, including 
changes i n the problem sets along with the addition of 
a new chapter entitled, "Lobbying Strategies for Deal-
ing with Federal Investigations and Government Regula-
tions Pursuant to Gouging in the Game of Textbookery." 
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